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Loading instructions:-
Hit CTRL ENTER together, then press PLAYthen
any key.

While relaxing in his Mayfair penthouse flat, DM
rereives a phone call t'rom Colonel K, head of
security.

News hasjust arrived about Greenbackt latest
scheme. Greenback and his henchmen are in the
process of building an android Danger Mouse.

When the game has loaded, choose a skill level
with the joystick:

UP Traineesecretagent
DOwN Secret agent extraordinaire
Then pressfireto start gâme.
The program may be paused by pressing DEL. To
continue the game move the joystick.

Pressing DELtwice will ebort the game.

lf left the game willautomatically go imo demo
mode. To return tothetitle screen, pressthe fire
button. JOYSTICK ON[Y.

EPI5ODE ONE_FLIGHT TO THE JUNGLE
Along with Penfold, DM must take off in the
direction of Crocodilia in his aerocar. This may
sound simple, but Greenback has released a
number of robots to catch DM's car and stop it
reaching thejungle.
The onlyway DM can repel these robots is to play a
tunefrom hisjuke box.



DM's aerocar is shown on the left of the display
ànd the robots on the right. DM's aerocar cân be
controlled using the joystick.

The bottom right of the screen shows the view
from DM's aerocar and the bottom left ofthe
screen displays the d istance to the jungle and a
pi«ure of the robot itwill repê|. Selectthe robot
(on the easy level this is done automatically to
begin with) which is directly infront of you and
when the repeller display matches the robot the
repellent tune will be activated.

At the beginning the repeller will operate
automaticallybutasyou progressyouwill haveto
select the robot type yourself.

Watch out for Agent 57 (coloured magenta) as he
carries a bonus if you collide with h im at the last
possible second.

The centre ofthe screen shows a tug-oT-war
between Greenback and DM and the set of
numbers at the sides of the display are skill levels
which the Baron and DM are going for.

On reaching the jungle you will be rewarded a
bonus.

EPISODE TWO_THROUGH THE JUNGLE
DM and Penfold must now take to foot, through
the forest.
Using the joystick you must control DM over
swamps by using the crocodiles as stepping stones.

Greenback has also f illed the jungle with mouse-
eating pumas. To avoid these DM climb trees,
avoiding snakes and monkeys, however swinging
monkeys will lift DM on their branches.
ln an easy game astime runs out, DM can jump
the pumas and wait for them to carry him into
episode three.



EPISODE THREE_AÏTHE ANDROID MOUSE BASE
As DM reaches the base he must find the Android
Control Box. To reach the row of four switches, DM
must hop on his index finger (using f ire to,ump).
A chain of green lights moves around a 4 x 4 grid
in â fixed pattern.

When DM presses a button, if the light in line with
the button Greenback is pressing, is on yellow,
then the length ofthe chain of green lights is
reduced byone.
The android is disabled when all the green lights
have been extinguished.
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DM puede repelÊr à lo!.obolr9élo medranle unatonada deru'luke.box'

t lehkulode DM aparece a la zqurerda y osrobosa àderecha Seconto ê el
!ehi(u omediantelapalanca

Abalo, a la decha . sehuenrâ làvtrtadelde elvehiculo de DM. Abàjo a la izda., seve
làdistàn(a a la!elvây lafiguradel robotqueel vehkulo /epelerÉ. Selec(ioneel robot
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!pode robol

Vr9 le.lAgente i7 (de(olormagenlàl
pues levare unô pnmà 5i(hocà
(nnl,àel en el utrlo geqùroo porole 

-

Enelcenùo y0M, y lot

contendientes

Al llegar a laselva Vd. recibe unâ pr m..

EPISODIO DOS..PORTASELVA
Aho/a DMy Penfold deben fa piepor la selva.

Vd debeconrolaràDl\,,l,mediàntelâpàlàn(â,en!0àven(epor«énaga5.vùliÈndo!e
de lor(ocodrilos como pasaderag.

AdemàsGreenbackharoltadoahu(hospum.e(omerrâlone5€nlà5elva. Para
ev[èdos DM lienequetreparârboles. guardândosede(ulebrasy monor. Noobltânte
e(oglesuben por làs rehâ!.

En juegodepocadificultad,cuandoyanoqued.l empoDMpuedesaltarsobreeL
lomode l05 pum.sparàque le lleven al epirodroùe'

EPISODIOTRES..EN U6ASE DTL RATONANONOIDE
Al llegara la bareDM tieneque hallarlacaiâde(onùoldel ândrorde.
Parââl(ànzar làhileradecuaro
rnlerupiorcs0Mdebedâr
sàltor5obre ru dedo indi(e
("ràado'fuego' parasà[ar)

Unacadenadeiu(erverdetremueveakededordeuncuèdr(ulàdode4 x 4,de
Paûontrto

Cuôndo DM putsa on botôn, !r lè luzaIneada conel boiôn que pulea Greenbackeià
en amarillo, la(adena de lucesverdespierdeunà.

€landrcidequedôin(àpà(itadocuandoreùiagèntodà51à5lucetverde5.


